The Mad Mansion on Mount 
Baratok 


A Supplemental Adventure for Curse of Strahd 


Introduction: Rumors of a mage roaming the shores of Lake Zarovich 
spread throughout the small villages of Barovia. The mage’s mind is 
said to have fractured after coming face to face with the vampire lord 
Strahd Von Zarovich. He now dwells on Mount Baratok and shoots bolts 
of lightning at anyone foolish enough to approach. Who is this 
mysterious mage and has his mind truly been driven into madness? 


A 4-6 hour adventure for 7th-8th level 
characters 


by Heather Fey 
Cover art created by: Doryen Chin 
All Maps created with Dungeon Painter Studio 


(GUILD 


UO 


Template Created by William Tian 


DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player's Handbook, Monster Manual, Dungeon Master's Guide, D&D Adventurers League, 
all other Wizards of the Coast product names, and their respective logos are trademarks of Wizards of the Coast in the USA and other countries. All characters and their distinctive likenesses are 
property of Wizards of the Coast. This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained 
herein is prohibited without the express written permission of Wizards of the Coast. 

©2018 Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro SA, Rue Emile-Boéchat 31, 2800 Delémont, CH. Represented by Hasbro Europe, 4 
The Square, Stockley Park, Uxbridge, Middlesex, UB11 1ET, UK. 


INTRODUCTION 


Overview 


This adventure is a supplement based on the 
information provided in Chapter 2 Section 
M (The Mad Mage of Mount Baratok) of the 
Wizards of the Coast (2016) Curse of Strahd 
Adventure book. The details of which will 
not be provided here. 


This adventure allows characters to explore 
Mordenkainen’s Magnificent Mansion (See 
Appendix A for detailed Maps of the 
mansion) located on Mount Baratok, which 
lies north of Lake Zarovich. While exploring 
the mansion, characters have the chance to 
uncover the Mage’s past, how he came to 
find himself in Barovia and his defeat at the 
hands of Strahd von Zarovich, which led 
him into a downward spiral of despair, 
paranoia, and doubt. If they’re able to 
convince him they are his allies, characters 
may discover he is none other than 
Mordenkainen, a well known wizard of 
Oerth and planar traveler. 


Mordenkainen’s mind was fractured after 
his defeat. He used the Mind Blank spell in 
order to forget his failure, but it still haunts 
him in the recesses of his mind. This has 
caused his Magnificent Mansion spell to 
function not as intended. The fractured spell 
now allows anyone to enter, the servants 
have taken on vampiric features, and 
multiple doors and staircases are set up 
chaotically. 


The mansion is no longer a safe haven, but 
full of dangerous traps, monsters, and 
riddles for those who explore within. As 
specified in the description of 
Mordenkainen’s Magnificent Mansion, any 
objects or food items taken out of it dissipate 
into smoke unless otherwise stated. The 
mansion acts as a mirror to Mordenkainen’s 


mind and the Magnificent Mansion cannot 
be dispelled unless the wizard is defeated or 
convinced to do remove the Mind Blank 
spell he has cast on himself. 


Running the Adventure 


Throughout this Adventure you will find 
text in gray boxes like this one. These text 
descriptions should be read or paraphrased 
out loud. 


This Adventure contains the following 
sections: 


The Mad Mansion - Describes all of the 
rooms, puzzles, and encounters within 
Mordenkainen’s Magnificent Mansion. 


Appendix A: Handouts - Includes handouts 
for the puzzles and Mordenkainen’s journal. 


Appendix B: Maps - Includes three maps 
detailing the layout of the mansion. 


Appendix C: Rune Meanings - Deciphers 
the rune symbols for reference while 
running the adventure. 


Appendix D: Monster Stat Blocks - 
Provides the stats for each monster 
encountered within the adventure. 


Adventure Hooks 


There are a couple of adventure hooks 
outlined in the Curse of Strahd Adventure 
that may entice characters to seek out the 
“Mad” Mage: 

Chapter 1: Into the Mists The card reading 


by Madam Eva for “Strahd’s Enemy” lists 
the “Mad Mage” as a potential outcome. 


Chapter 3 Section G: Tser Pool 
Encampment The Vistana’s Tale outlines 
Mordenkainen’s defeat as Strahd threw him 
from the precipice overlooking the falls 
within the courtyard of Castle Ravenloft. 


Chapter 5: The Town of Vallaki The 
Vallaki Lore section outlines how the locals 


are known to occasionally discuss the “Mad 
Mage of Mount Baratok” and how they used 
to see him along the shores of Lake 
Zarovich shooting lightning bolts into the 
water to kill fish. 


Feel free to come up with your own 
adventure hooks. Since Mordenkainen has 
been in Barovia for about a year, most locals 
likely know the tale of his defeat. It is also 
possible that locals believe he may be hiding 
some magic that could defeat Strahd, but is 
bidding his time. 


Adjusting the Adventure 


The Mad Mansion on Mount Baratok is 
optimized for a group of five characters with 
an average party level of 7th level. It is 
playable with higher level groups 
(maximum average party level of 8) using 
the following adjustments: 


Encounter Adjustment 

Replace Animated Armor 
M Tega with a third Helmed 
Practice 

Horror 
M12. 
Magician’s Add a second Spectator 
Workshop 
M16. Bath Add one Blood Weird 
M19. Tower Add two Animated 


Armors 


THE MAD MANSION 
Approaching the Mansion 


Looming to the north of Lake Zarovich is 
Mount Baratok, the highest peak of the 
Balinok Mountain Range. Here the land 
begins to steadily creep upwards, the tip of 
the mountains unseen beyond the ever- 
present mists of Barovia. About a hundred 
feet up from a rocky, icy pass stands an 
ominous mansion shimmering with a faint 
pale blue light that flickers in and out of 
existence until all that is left is a single 
glowing 8 foot high doorway. 


The doorway is the entrance to 
Mordenkainen’s Magnificent Mansion (see 
the Overview chapter for details on how the 
spell has been modified for this adventure). 
The terrain along the narrow path that leads 
up to the doorway is rough with patches of 
ice making it treacherous, but not impossible 
to surpass. 


Characters attempting to climb the narrow 
pass without the aid of rope or a climber’s 
kit must make a DC 16 Acrobatics 
(Dexterity) or DC 16 Athletics (Strength) 
check to pass it safely. With the aid of a 
rope or a climber's kit, the DC is reduced to 
10. On a fail, the character falls and takes 10 
(3d6) bludgeoning damage. A DC 16 
Wisdom (Survival) check allows a character 
to grant Advantage on these checks as they 
are able to point out areas slick with ice or 
debris. 


Features of the Mansion: 


Unless otherwise stated, the mansion has the 
following features: 


- All rooms re brightly lit with numerous silver 
sconces holding lit torches along the walls. 

- The walls and floors are made from a thick, slate 
colored stone. 

- The doors are made from thick mahogany wood 
(DC 25 Strength check is required to break down a 
door). 

- Ceilings are 15 feet high. 


M1. Grand Hallway 


This grand hallway is brightly lit by 
numerous small globes that float 5 feet 
above the floor. The globes occasionally 
bump into one another causing a soft 
clinking sound over the otherwise silent hall. 
A dark red carpet with golden trim runs 
along the center of the hallway, stopping just 
short of the end. 


Two wooden doors are located along the 
western side of the hall and one along the 
eastern wall. The doorway to the north has 
been sealed over with red brick, which 
stands out among the otherwise slate 
stonewalls. 


The act like driftglobes and Mordenkainen 
keeps them as brightly lit as possible at all 
times believing the light they shed will 

prevent anything from sneaking up on him. 


The door on the northern wall is completely 
sealed by a layer of bricks. If the layer of 
bricks is removed, beyond is a wooden door 
sealed with four sets of chains and locks . 
The locks may be picked with thieves tools 
(DC 25). Once the locks are surpassed, the 
door is further sealed with an Arcane Lock. 


The doors to the east and west are made of 
thick mahogany wood and neither are 
locked. 


M2. Spiral Staircase 


This 5 foot wide spiral staircase ascends 
over 100 feet above and every 5 feet the area 
is lit by a large burning torch set in silver 
scones upon the wall. 


M3. Summoning Room 


At the center of this small room is a large, 
slightly eschewed pentagram scratched 
roughly into the stone floor. Encircling the 
pentagram is a thick smear of soot. 


As soon as any creature steps into the room 
read or paraphrase the following: 


With a boom of thunder and a flash of 
lightning, Strahd von Zarovich appears at 
the center of the pentagram. A malicious 
smile forms upon his blood stain lips as he 
stares at you with red eyes seethed in hatred. 


The image of Strahd is a highly detailed 
illusion and created by Mordenkainen’s fear 
and guilt. Any attempts to interact with the 
illusion causes it disappears into a cloud of 
mist. 


M4. Storage 


Barrels made of various types of wood line 
the walls of this storage room. The wood of 
the barrels has rotted and decayed and the 
metal hoops are completely stained in rust. 
One barrel, sitting in the northeastern corner 
of the room, appears to be completely intact 
showing no signs of decay. 


The intact barrel is not sealed and the lid is 
easily lifted off. If the barrel is opened, it 
emits a scream of utter despair, rage, and 
defeat. It echoes throughout the first floor of 
the mansion. 


The other barrels are empty. 


MS. Target Practice 


This 15 by 25 foot room contains three 

6 foot tall statues, with long claws extending 
from their twisted finger tips and pointed 
fangs protruding behind malicious smiles, 
positioned in a triangular pattern along the 
northern wall. The floor is covered with 
scorch marks and debris from parts of the 
stone floor that have been damaged. There 
are wooden doors located on the west, south, 
and eastern walls of this room. 


If a character enters the room, read or 
paraphrase the following: 


Upon entering the room, a transparent image 
of a bald man with arched eyebrows and a 
neatly trimmed goatee wearing long, 
flowing gray robes with a high collar 
appears at the center of the room. He cries 
out, “You shall never defeat me, fiend!” as a 
bolt of lightning arches out of his fingertips, 
striking the center statue in the chest. The 
statue remains intact and the image fades 
with a mournful cry. 


When the vision fades, the statues (use the 
stats for 2 Helmed Horrors and 1 
Animated Armor) come to life and attack. 


The door to the west acts as a permanent 
Dimension Door spell and teleports any 
character that steps through it into M7 
(Library). Detect Magic reveals that the 
door is magical (school of Conjuration). A 
DC 15 Intelligence (Arcana) check reveals 
that any creature stepping through the door 
will be teleported elsewhere, but the location 
is unknown. Once in M7 (Library) a 
character can no go back through the 
Dimension Door until the puzzle is solved. 


M6. Dining Room 


A large banquet is laid out upon a long 
dining table. What was once likely a 
delicious feast is now covered in layers of 
mold and cobwebs. 


Three transparent humanoids dressed in 
noble finery are placing plates and 
silverware at each table setting as if in 
preparation for the arrival of guests. The 
servants’ movements are jerky and 
unnatural, their images flickering like the 
flame of a small candle. 


When a character comes within 5 feet of one 
of the servants, they notice that the servant’s 
eyes glow faintly with a blood red tint and 
sharp fangs protrude from their mouths. 


These servants were created by 
Mordenkainen when he cast his Magnificent 
Mansion spell. They will take on any simple 
request a character asks of them as described 
in the Mordenkainen’s Magnificent Mansion 
spell; however, the way they fulfill those 
requests are less than ideal. For example, if a 
character requests a glass of wine, the 
servant will provide them with a glass of red 
wine that tastes more like blood. If they ask 
for water, the water is muddy. If they ask for 
food, it is covered in mold. Specific, detailed 
requests for such things are not understood, 
so if, for example, a character asks for a 
clear glass of water without mud in it, 
they’re more likely to receive a glass of mud 
instead. 


M7. Library 


At the center of this octagonal shaped room 
is a podium upon which rests an open book. 
All along the walls are floor to ceiling 
shelves fully stocked with books. Above 
each bookshelf are eight glowing runes of 
different shapes and colors. A ladder leaning 
against the eastern wall leads up to a second 
floor balcony. 


If they arrive through the Dimension Door 
in MS (Target Practice) it is no longer 
present and does not reappear until the 
puzzle is solved (see below). 


The book is open to a page that’s a clue to 
unlock the secret room behind the 
bookshelves; the rest of the book is blank. If 
a character inspects the open book, give 
them Appendix B: Handout 1. Appendix 
B: Handout 2 provides a map for the 
players to allow for easier visualization of 
the placement of the runes. 


Upon first glance, the library is an Arcane 
lover’s dream and contains rare and highly 
sought after magical tomes; however, every 
single one of these books are filled with 
blank pages. Each book has a title such as 
“The Adventures of the Circle of the Eight”, 
“Mordenkainen’s Tome of Foes”, and 
“Mages of Oerth”. 


Solving the Riddle 


The glowing runes above the bookshelves 
represent each school of magic (See 
Appendix C for each runes meaning). 
Character’s trained in Arcana will recognize 
these symbols without having to make a 
skill check. Untrained characters need to 
succeed on a DC 15 Intelligence (Arcana) 
check to decipher the meaning of each rune. 


A character that makes a DC 15 Wisdom 
(Perception) check will notice that the false 
books appear to have less dust on them than 
the ones surrounding them. 


A character that makes a DC 15 Intelligence 
(Investigation) check will note that behind 
each false book is a mechanism that would 
allow one to pull the book downward similar 
to a lever and that the color of the fake 
leather that binds each book matches the 
color of the rune above the respective 
bookshelf. 


Within Appendix B: Handout 1 are a 
number of capitalized words related to the 
different schools of magic. Under each 
bookshelf is a false book with a title that 
relates to each school of magic as well as the 
words within the riddle. The false books 
must be pulled in the correct order to open 
the secret door that leads into area M9. The 
correct order is the order in which each 
capitalized word appears in Appendix B: 
Handout 1 (Necromancy, Illusion, 
Necromancy, Conjuration). 


The false books are located in the following 
locations and have the following titles: 


e Upon the bookshelf below the green 
Necromancy rune is a false book 
bound in green leather entitled 
“Living with the Undead: A 
Necromancer’s Guide”. 

e Upon the bookshelf below the blue 
Abjuration rune is a false book 
bound in blue leather entitled 
“Protecting those You Love through 
Abjuration” 

e Upon the bookshelf below the 
orange Transmutation rune is a false 
book bound in orange leather entitled 
“Transmutation for the Bored and 
Creative” 

e Upon the bookshelf below the 
yellow Conjuration rune is a false 
book bound in yellow leather entitled 
“Conjure Your New Best Friend” 

e Upon the bookshelf below the red 
Evocation rune is a false book bound 
in red leather entitled “Evocation: 
It’s not just Explosions!” 

e Upon the bookshelf below the purple 
Illusion rune is a false book bound in 
purple leather entitled “Is What you 
See Reality? A True Guide to 
Illusions” 

e Upon the bookshelf below the light 
blue Divination rune is a false book 


bound in light blue leather entitled 
“The Art of Divination: Uncovering 
the Future for those that Hate 
Surprises” 

e Upon the bookshelf below the pink 
Enchantment run is a false book 
bound in pink leather entitled 
“Impress Your Friends with a Fully 
Enchanted Orchestra” 


Once the books are pulled in the correct 
order, read or paraphrase the following: 


With a loud grown the bookshelf in the 
northern wall opens outward revealing a 
small study beyond. 


At the same time, the magical doorway on 
the southern wall reappears. 


The magical doorway teleports those that 
step through it back to M5 (Target 
Practice). 


Teleportation Trap 


If any of the false books are pulled in the 
wrong order, the creature pulling the book 
triggers a teleportation trap and is teleported 
to a random location in the mansion. Roll a 
d8 and consult the table below to determine 
where the creature is teleported to. 


The teleportation traps are invisible to the 
senses and a permanent Nystul’s magic aura 
spell prevents divination spells such as 
detect magic from revealing the traps’ 
presence. A successful dispel magic spell 
(DC 18) cast on the teleportation traps 
disables them. 


Result Location 
1 M3. Summoning Room 
2 MS. Target Practice 
3 M6. Dining Room 
4 M1. Grand Hallway 
5 M4. Storage Room 
6 M11. Guest Bedroom 
7 M12. Magician’s Workshop 
8 M8. Kitchen 
MS. Kitchen 


Along the eastern wall of this room is a 
large stove oven with an oversized cauldron 
sitting atop it. Along the northern wall is a 
workstation where two transparent servants 
dressed in noble finery are going through the 
motions of chopping, cleaning, and 
preparing a meal, though there is no actual 
food present. 


These transparent servants have vampiric- 
like features with faintly glowing red eyes 
and fangs protruding from their mouths. 
These servants, unlike those described in 
M6 (Dining Room), do not respond any 
orders from the characters. If a character 
tries to interfere with their actions, they 
attack as if threatened. 


The two servants have the same stats as 
Invisible Stalkers except they do not have 
the invisibility or faultless tracker traits. 


M9. Hidden Study 


The bookshelf opens to reveal a small 10 
foot by 10 foot room with a single writing 
desk against the northern wall. On the desk 
is a small book bound in dark blue leather. 


If any of the characters inspect the book, 
give them Appendix B: Handout 3a. The 
rest of the book is blank. 


M10. Spiral Staircase 


The spiral staircase opens up to a room 
identical to the one below with a door on the 
eastern wall. The staircase continues up 
another 30 feet before ending in a stone 
ceiling. 


The staircase just ends, there is no secret or 
magical door here. 


M11. Guest Room 


This 15 by 20 foot room contains a small 
bed. The bedding is in disarray and covered 
in a thick layer of dust. A dusty, ornate 
framed floor to ceiling mirror leans against 
the western wall as if someone meant to 
hang it, but never got around to doing so. A 
hairline crack runs through the center of the 
mirror. 


If a character looks into the mirror, read or 
paraphrase the following: 


Two scenes simultaneously unfold upon the 
mirror’s surface. On the left half of the 
mirror a bald middle-aged man with a well- 
trimmed black goatee is fighting a red 
winged humanoid with dragon-like features, 
elongated limbs, and a long tail. The man 
wears a smug smirk upon his face as he 
waylays the creature with powerful magic. 


On the right half of the mirror, the same man 
is shown with long, unkempt black hair and 
beard wearing torn gray robes as he battles 
against a fair-skinned gentleman with long 
black hair on a precipice overlooking a high 
falls. The nobleman matches the wizard’s 
arcane mastery spell for spell. 


The nobleman flies at the wizard, then grabs 
him by his throat, lifting him off the ground 
as a look of shock flashes across the 


wizard’s face. The nobleman sneers at the 
wizard and with little effort throws him out 
over the falls and watches with apparent 
satisfaction as the wizard drops into the 
darkness below. 


DC 18 religion check indicates that the 
creature the wizard is shown fighting in the 
scene on the left half of the mirror is a devil 
known as a red abishai. Characters that have 
seen depictions of Strahd von Zarovich or 
Strahd himself recognize the nobleman 
shown in the right side of the mirror as 
Strahd. 


Any creature that looks directly into the 
mirror will first see the scene as described 
above, then they will see the scenes of their 
greatest triumph and greatest failure play out 
simultaneously on either side of the mirror. 
Only a creature standing directly in front of 
the mirror will see these visions. 


M12. Magician’s Workshop 


Along the southern wall of this irregular 
shaped room is a long table covered in 
various arcane instruments including a 
crystal ball, a number of books haphazardly 
thrown upon the dark wooden surface, and a 
large wired birdcage in which sits a black 
cat with orange eyes and dark leathery 
wings. 


Hovering in the air over the desk is a Gauth 
and a Spectator floats at the center of the 
room. They attack anyone who enters the 
room who isn’t Mordenkainen or 
accompanied by the wizard. 


The wing-cat is a vampire tressym named 
Urik as indicated by the nametag on the 
small red collar he wears around his neck. 
Mordenkainen captured Urik a little over a 
week ago as it was stalking small prey along 
the Baratok mountains. In his paranoid state, 
Mordenkainen uses the tressym to inspect 
his food to ensure it is not poisoned. 


Unknown to Mordenkainen, the tressym is 
loyal to Strahd and Strahd uses the collar as 
a scrying object, sending the tressym to 
various locations in Barovia so he may spy 
on his enemies from a distance. Urik 
despises Mordenkainen, but will warm up to 
any character that sets him free. His cage 
can be unlocked with a DC 10 Dexterity 
check using thieves’ tools. The lock can also 
be broken off with a DC 15 Strength check. 


All of the books are blank. The crystal ball 
may be used as an implement for a scrying 
spell, but will dissolve into smoke if 
removed from the mansion. A scrap of paper 
sticks out of one of the books, which 
contains Appendix B: Handout 3b. 


M13. Treasure Room 


Against the northern wall of this otherwise 
empty room sits a large ornate wooden 
chest. 


The chest is a mimic that attacks the first 
person that touches it. A pit trap is placed in 
the 6 squares in front of the chest (marked 
by a red square and the letter T on 
Appendix A: Map 1). 


The trap is a 20 foot deep hidden locking 
spike pit. A DC 15 Wisdom (Perception) 
check discerns an absence of foot traffic 
over the section of floor that forms the pit’s 
cover, a DC 15 Intelligence (Investigation) 
check is necessary to confirm that the 
trapped section of the floor is actually the 
cover of a pit. 


When a creature weighing more than 30 
pounds steps on the cover, it swings open, 
causing the intruder to fall into the pit 
below. The bottom of the pit is lined with 
iron spikes. A creature falling into the pit 
takes 11 (2d10) piercing damage from the 
spikes, in addition to falling damage 

(7 [2d6] bludgeoning damage). The trap is 
spring loaded and after a creature falls into 


the pit, the cover snaps shut, trapping them 
inside. A successful DC 20 Strength check is 
necessary to pry the cover open. A creature 
in the pit can also attempt to disable the 
spring mechanism from the inside with a DC 
15 Dexterity check using thieves’ tools. The 
mechanism is located at the top of the trap 
and a DC 15 Strength (Athletics) check is 
needed to climb up to the top without the aid 
of a rope. With the aid of a rope, the DC is 
reduced to 5. 


A DC 15 Wisdom (Perception) check 
reveals a loose bit of stonewall (about 1 foot 
by 0.5 ft) at the bottom of the pit. If 
removed, a small onyx chest is found within 
a small cubby behind the stone; within the 
onyx chest are three Potions of Greater 
Healing and a Ring of Mind Shielding. If 
the potion or ring are removed from 
Mordenkainen’s Magnificent Mansion, 
unlike most other objects within the 
mansion, they are permanent and do not fade 
into smoke. 


M14. Lightning Room 


Chains of bright green arcane energy fills 
most of this room. Along the southern wall 
are eight runes of different shapes and colors 
etched upon protruding stone panels on the 
wall. 


If the characters inspect the runes, give them 
Appendix B: Handout 4. 


The doors to the north and northeast are 
inaccessible while the magical lightning is 
active. The lightning can be deactivated 
using dispel magic (DC 18) or by pressing 
the stone panels on the wall in the correct 
order. If pressed in the correct order, the 
rune glows. If any rune is pressed in an 
incorrect order, the creature that pressed the 
incorrect panel must make a DC 16 
Dexterity saving throw, taking 14 (4d6) 
lightning damage on a failed save, or half as 


much on a successful one. Any character 
attempting to walk through the lightning will 
be hurled 10 feet backwards and knocked 
prone. 


Solving the Riddle 


Appendix B: Handout 5 (located in M17 
[Master Bedroom]) gives the characters 
clues on which order to press the runes. The 
glowing runes represent each school of 
magic. Characters trained in Arcana will 
recognize these symbols without having to 
make a skill check. Untrained characters 
need to succeed on a 15 DC Intelligence 
(Arcana) check to decipher the runes. 


Within Appendix B: Handout 3 are a 
number of capitalized words related to the 
different schools of magic. If the runes are 
pressed in the order in which these words 
appear (Abjuration, Necromancy, 
Enchantment, Enchantment, Illusion, 
Evocation, Necromancy), the lightning is 
deactivated. Every time a rune is pressed in 
the correct order, it glows for a moment. 


The door on the northern wall, if opened 
from this room, leads to the door on the 
southeastern side of M19 (Tower). 


M15. Library Balcony 


The second floor of the library contains 
shelves lined with floor to ceiling books and 
a door positioned into the southern wall 

15 feet above the floor. 


All of the books in the second floor balcony 
are blank. The door leads to M14 
(Lightning Room). If the lightning trap in 
M14 (Lightning Room) has not been 
disabled and a creature opens the door, they 
must make a DC 16 Dexterity saving throw, 
taking 14 (4d6) lightning damage on a failed 
save, or half as much on a successful one. 
Any character attempting to walk through 


10 


the lightning will be hurled 10 feet 
backwards and knocked prone. 


M16. Bath 


The floors of this oddly shaped room are 
made of white marble with veins of red 
crawling through them. A brass clawfoot tub 
is filled with a thick red liquid. 


The red liquid is blood. Hidden within the 
tub is a Blood Elemental and two Blood 
Weirds. These creatures use the stats of a 
Water Elemental and Water Weirds 
respectfully, but appear as humanoids 
drenched in blood. 


M17. Master Bedroom 


This room is brightly lit with two large, 
golden candelabras hanging from the ceiling 
and candles set in iron sconces every foot or 
so upon the walls around the room. A large 
bed, canopied with dark silk curtains sits 
with its headboard against the eastern wall 
of the chamber. A small dark oak writing 
desk is tucked into the southwestern corner 
of the room with a single red leather bound 
book sitting upon it. 


If any characters inspect the book, give them 
Appendix B: Handout 3c. A character that 
makes a DC 12 Perception (Wisdom) check 
will spot a scrap of paper sticking slightly 
out from beneath the bed (Appendix B: 
Handout 5). 


M18. Closet 


Within this small closet hangs a number of 
gray robes with high collars. Some look 
relatively new and others well worn. 


The room is what it appears to be, a closet. 
Stored within the closet are 29 high-collared 
gray robes in various states of disrepair 
ranging from relatively new to rags. 


M19. Tower 


This octagonal platform sits, as if floating, 
in the middle of a thunderstorm. Two 5 by 8 
foot stone doors stand in wooden frames, 
unsupported by any walls. A spiral staircase 
ascends 20 feet up into the sky where it 
comes to an abrupt end. On the western edge 
of the platform stands a man in worn gray 
robes, his wild, long black hair and beard 
flying in all directions with the wind. He 
turns in your direction, his eyes wild as he 
shouts, “More of his minions, huh? Well, 
we'll see about that!” as lightning gathers at 
his fingertips. 


The door in the southeastern portion of the 
tower leads back to M14 (Lightning Room) 
and the door on the northwest side of the 
tower teleports anyone who enters it directly 
into the center square of the tower next to 
the staircase. 


As described in Chapter 2 Section M of 
Curse of Strahd adventure book, 
Mordenkainen has forgotten his name and 
the world he is from. Driven by guilt and 
despair from not only losing to the vampire 
Strahd, but losing his wizard staff and 
spellbook, Mordenkainen is showing signs 
of paranoia, depression, and self-destruction. 
In an attempt to forget his failure, 
Mordenkainen has cast the spell Mind Blank 
upon himself. As described in the Curse of 
Strahd adventure book, Mordenkainen may 
be convinced to divulge that he has cast 
Mind Blank upon himself, though he no 
longer remembers why. 


If this encounter ends in a fight, to make it 
more challenging, Mordenkainen can cast 
Mordenkainen’s faithful hound before the 
characters arrive. 
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APPENDICES 


Appendix A: Maps 


Mad Mansion First Floor Map: 1 Square = 5 feet 


Mad Mansion Second Floor Map: 1 Square = 5 feet 
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Mad Mansion Map of M19: Tower; 1 Square = 5 feet 
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Appendix B: Handouts 
Handout 1: Riddle in the Library (M7) 


I know the Necromancer’s minions are everywhere. They chatter in the walls of 
this Illusion. The Necromancer can Conjure them at his will. He upsets the balance 
of the realms and I shall seal myself in the safety of this place until my powers are 
restored. 


Handout 2: Library (M7) Rune Positions 


Handout 3a-c: Pierce of the Journal 


Cut Handout 3 into three pieces and give each Handout (3A, 3B, 3C) to the players as they find 
them. On pages 19-20 is a full version of the text that can be handed out once the players piece 
them all together. 


3A 
Entry 1 3B 


As a traveler of the planes ensuring balance throughout the realms, I was not completely taken by surprise when the 
strange mists enveloped me and swept me off into anòtfier realm. The land fas an overall gloomy feel to it as if the 
mists themselves drain the hope and happiness out of tfie people that call this place home. 


After gaining what information I could from the locafs in the village of Barovia, named after the land itself, I believe I 
am now in a demiplane, cut off from the realms by af ever present mist that surrounds it. It is quite fascinating, 
though the locals are frustratingly closed and ignorant about their own situation. None seem to know why the mists 
surround them nor do they seem to care, only remdrking that it has always been as such. They are a dismal, subdued 
people who are content with their (ot in life for they have known no other and they are too fearful of the presence of 
“The Devil Strafid”. So much so that they are unwifling to tell me much about him other than that he is their ruler and 
fives in Castle Ravenloft high in the mountains thdt loom over the village. I must learn what I can about this devil and 
lead these poor souls to make a stand against hit 


From my subtle prying of the villager’s mijfds, I have learned that fiis “Devil Strafid” is no more than a vampire who 
gained a position of power. He hides himself behind a curtain of mystery and a fearsome presence that has led these 
simple Barovians to believe his power is omniscient. He is clearly clever given what fie has accomplished fiere and 
unfortunately the land does seem to favor\fiis kind as true sunlight does not shine upon it. However, vampires have 


many other weaknesses all of which I have studied at great length for I have dealt with vampires before and they are 
no match for my powerful magics. With ait of assistance from the locals, I can easily dethrone this undead monster. 


It took much longer than I had the patience for, but I've managed te convince enough of the villagers to assault Strafid 
at his Castle and end his tyrannyover this realm. One villager in particular, Priest Donovicfi's son Doru, shows 
promise. He would have made fine adventurer given the right upbringing. Sadly, fis father, though a holy man, is 
petrified of Strafid so much sp that he will not even speak the vampire's name, for fear that it will summon fim. It will 
be a pleasure to destroy this|fiend and show these people fie was nothing more than a blight upon their land hiding in 


his ominous castle. 


Entry 4 
I fave lost everything: My staff is broken, my spellbook lies I know not where, and the bright boy Doru fas given 
himself over to The Pevil. The vampire matched my wit and my magic spell fox spell. I am utterly useless to these 
people, my attempif to assist them only brought about more misery. Am I now trapped in this land? I cannot five with 
the villagers any (gnger, the shadow of my failure ts etched upon each of their faces nd every corner Strafid's minions 
hide in the mountains where none shall find me. In time I will forget. Pérflaps a spell will aid me and 
misery. 
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Handout 3: Full Text 
Entry 1 


As a traveler of the planes ensuring balance throughout the realms, I 
was not completely taken by surprise when the strange mists enveloped 
me and swept me off into another realm. The land has an overall gloomy 
feel to it as if the mists themselves drain the hope and happiness out of 
the people that call this place home. 


After gaining what information I could from the locals in the village of 
Barovia, named after the land itself, I believe Iam now in a demiplane, 
cut off from the realms by an ever present mist that surrounds it. It is 
quite fascinating, though the locals are frustratingly closed and ignorant 
about their own situation. None seem to know why the mists surround 
them nor do they seem to care, only remarking that it has always been 
as such. They are a dismal, subdued people who are content with their 
lot in life for they have known no other and they are too fearful of the 
presence of “The Devil Strahd”. So much so that they are unwilling to tell 
me much about him other than that he is their ruler and lives in Castle 
Ravenloft high in the mountains that loom over the village. I must learn 
what I can about this devil and lead these poor souls to make a stand 
against him. 


Entry 2 


From my subtle prying of the villager’s minds, I have learned that this 
“Devil Strahd” is no more than a vampire who gained a position of 
power. He hides himself behind a curtain of mystery and a fearsome 
presence that has led these simple Barovians to believe his power is 
omniscient. He is clearly clever given what he has accomplished here 
and unfortunately the land does seem to favor his kind as true sunlight 
does not shine upon it. However, vampires have many other weaknesses 
all of which I have studied at great length for I have dealt with 
vampires before and they are no match for my powerful magics. With a 
bit of assistance from the locals, I can easily dethrone this undead 
monster. 


Entry 3 


It took much longer than I had the patience for, but I’ve managed to 
convince enough of the villagers to assault Strahd at his Castle and end 


his tyranny over this realm. One villager ín particular, Priest 
Donovich's son Doru, shows promise. He would have made a fine 
adventurer given the right upbringing. Sadly, his father, though a holy 
man, is petrified of Strahd so much so that he will not even speak the 
vampire’s name, for fear that it will summon him. It will be a pleasure 
to destroy this fiend and show these people he was nothing more than a 
blight upon their land hiding in his ominous castle. 


Entry 4 


I have lost everything. My staff is broken, my spellbook lies I Rnow not 
where, and the bright boy Doru has given himself over to The Devil. The 
vampire matched my wit and my magic spell for spell. I am utterly 
useless to these people, my attempts to assist them only brought about 
more misery. Am J now trapped in this land? I cannot live with the 
villagers any longer, the shadow of my failure is etched upon each of 
their faces and every corner Strahd’s minions watch me. I shall hide in 
the mountains where none shall find me. In time I will forget. Perhaps a 
spell will aid me and force me out of this misery. 


Handout 4: Rune Stone Panels in M14 
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Handout 5: Riddle for the Lightning Room (M14) 


The human condition is frail, like the human mind, but it can be protected through 
mastery of Abjuration. The Necromancer’s Enchanting eyes alter the minds of 
those around him. There is no escape from his Enchantment. I have done 
everything to stop the Illusions he has created in this realm, but even the most 
powerful Evocation was useless against the Necromancer. 
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Appendix C: Rune Meanings 


Use the following table if you are running the game to decipher the meaning of 


each rune symbol on the maps as well as in Handouts 2 and 4. 


Rune Meaning 


Abjuration 


Conjuration 


Divination 


Enchantment 


Rune 


Meaning 


Evocation 


Illusion 


Necromancy 


Transmutation 
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Appendix D: Monster Stat 
Blocks 


Animated Armor 


Medium construct, unaligned 


Armor Class 18 (Natural Armor) 
Hit Points 33 (6d8+6) 


Speed 25 ft. 
O y 
STR DEX CON INT WIS CHA 


14 (+2) |11(+0) | 13(+1) | 1(-5) | 3(-4) | 1(-5) 


eN 
Damage Immunities Poison, Psychic 


Condition Immunities Blinded, Charmed, 
Deafened, Exhaustion, Frightened, Paralyzed, 
Petrified, Poisoned 

Senses Blindsight 60 ft (blind beyond this radius) 
Languages -- 

Challenge 1 (200 XP) 

———————— —— 
Antimagic Susceptibility. The armor is incapacitated 
while in the area of antimagic field. If targeted by 
dispel magic, the armor must succeed ona 


Constitution saving throw against the caster’s spell 
save DC or fall unconscious for 1 minute. 


False Appearance. While the armor remains 
motionless, it is indistinguishable from a normal suit of 
armor 


Actions 


Multiattack. The armor makes two melee attacks. 


Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d6+2) bludgeoning damage. 


Blood Elemental 


Large elemental, neutral evil 


Armor Class 14 (Natural Armor) 


Hit Points 114 (12d10+48) 
Speed 30 ft., swim 90 ft. 


STR DEX CON INT WIS CHA 
18 (44) 14 (+2) 18 (+4) 5(-3) | 10(+0) 8 (-1) 


Damage Resistances Acid; Bludgeoning, Piercing, and 
Slashing from Nonmagical Attacks 

Damage Immunities Poison 

Condition Immunities Exhaustion, Grappled, Paralyzed, 
Petrified, Poisoned, Prone, Restrained, Unconscious 
Senses darkvision 60 ft., Passive Perception 10 
Languages Aquan 

Challenge 5 (1,800 XP) 


Blood Form. The elemental can enter a hostile 
creature’s space and stop there. It can move through a 
space as narrow as 1 inch wide without squeezing. 


Freeze. If the elemental takes cold damage, it partially 
freezes; its speed is reduced by 20 feet until the end of 
its next turn. 


Actions 


Multiattack. The elemental makes two slam attacks. 


Slam. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 13 (2d8 + 4) bludgeoning damage. 


Whelm (Recharge 4-6). Each creature in the elemental's 
space must make a DC 15 Strength saving throw. On a 
failure, a target takes 13 (2d8 + 4) bludgeoning damage. 
If it is Large or smaller, it is also grappled (escape DC 14). 
Until this grapple ends, the target is restrained and 
unable to breathe. If the saving throw is successful, the 
target is pushed out of the elemental's space. 


The elemental can grapple one Large creature or up to 
two Medium or smaller creatures at one time. At the 
start of each of the elemental's turns, each target 
grappled by it takes 13 (2d8 + 4) bludgeoning damage. A 
creature within 5 feet of the elemental can pulla 
creature or object out of it by taking an action to make a 
DC 14 Strength and succeeding. 
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Blood Weird 


Medium elemental, neutral evil 


Armor Class 13 
Hit Points 58 (9d10+9) 
Speed 30 ft., swim 60 ft. 


STR DEX CON INT wis CHA 
17 (+3) | 16 (+3) | 13(+1) | 11(+0) | 10(+0) | 10(+0) 


SL —————— 
Damage Resistances Necrotic; Bludgeoning, 


Piercing, and Slashing from Nonmagical Attacks 
Damage Immunities Poison 

Condition Immunities Exhaustion, Grappled, 
Paralyzed, Poisoned, Prone, Restrained, 
Unconscious 

Senses Blindsight 30 ft; Passive Perception 10 
Languages Aquan understands but doesn’t speak 
Challenge 3 (700 XP) 
ee 
Invisible in Blood. The blood weird is invisible 
while fully immersed in blood. 

Actions 


Constrict. Melee Weapon Attack: +5 to hit, reach 
10 ft., one creature. Hit: 13 (3d6 + 3) bludgeoning 
damage. If the target is Medium or smaller, it is 
grappled (escape DC 13) and pulled 5 feet toward 
the blood weird. Until this grapple ends, the 
target is restrained, the blood weird tries to 
drown it, and the blood weird can’t constrict 
another target. 
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Gauth 


Medium aberration, lawful evil 


Armor Class 15 (Natural Armor) 
Hit Points 67 (9d8+27) 
Speed 0 ft., fly 20 ft. (hover) 


STR DEX CON INT WIS CHA 
10(+0) | 14(+2)  16(+3) | 15(+2) | 15(+2) | 13 (+1) 


Saving Throws INT +5, WIS +5, CHA +4 

Skills Perception +5 

Condition Immunities Prone 

Senses Darkvision 120 ft., Passive Perception 15 
Languages Deep Speech, Undercommon 
Challenge 6 (2,300 XP) 


Í 


Stunning Gaze. When a creature that can see the 
gauth’s central eye starts its turn within 30 feet of the 
gauth, the gauth can force it to make a DC 14 Wisdom 
saving throw if the gauth isn’t incapacitated and can see 
the creature. A creature that fails the save is stunned 
until the start of its next turn. 


Unless surprised, a creature can avert its eyes at the 
start of its turn to avoid the saving throw. If the creature 
does so, it can’t see the gauth until the start of its next 
turn, when it can avert its eyes again. If the creature 
looks at the gauth in the meantime, it must immediately 
make the save. 


Death Throes. When the gauth dies, the magical energy 
within it explodes, and each creature within 10 feet of it 
must make a DC 14 Dexterity saving throw, taking 13 
(3d8) force damage on a failed save, or half as much 
damage on a successful one. 


Actions 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 9 (2d8) piercing damage. 


Eye Rays. The gauth shoots three of the following 
magical eye rays at random (reroll duplicates), choosing 
one to three targets it can see within 120 feet of it: 


1. Devour Magic Ray. The targeted creature must 
succeed on a DC 14 Dexterity saving throw or have 
one of its magic items lose all magical properties 
until the start of the gauth’s next turn. If the object is 


a charged item, it also loses 1d4 charges. Determine 
the affected item randomly, ignoring single-use 
items such as potions and scrolls. 


2. Enervation Ray. The targeted creature must make 
a DC 14 Constitution saving throw, taking 18 (4d8) 
necrotic damage on a failed save, or half as much 
damage on a successful one. 


3. Pushing Ray. The targeted creature must succeed 
on a DC 14 Strength saving throw or be pushed up to 
15 feet directly away from the gauth and have its 
speed halved until the start of the gauth’s next turn. 


4. Fire Ray. The targeted creature must succeed on a 
DC 14 Dexterity saving throw or take 22 (4d10) fire 
damage. 


5. Paralyzing Ray. The targeted creature must 
succeed on a DC 14 Constitution saving throw or be 
paralyzed for 1 minute. The target can repeat the 
saving throw at the end of each of its turns, ending 
the effect on itself on a success. 


6. Sleep Ray. The targeted creature must succeed on 
a DC 14 Wisdom saving throw or fall asleep and 
remain unconscious for 1 minute. The target 
awakens if it takes damage or another creature takes 
an action to wake it. This ray has no effect on 
constructs and undead. 
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Helmed Horror 


Medium construct, neutral 


Armor Class 20 (Plate, Shield) 
Hit Points 60 (8d8+24) 
Speed 30 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 
18 (+4) 13 (+1)  16(+3) 10 (+0) 10 (+0) 10 (+0) 


SL y 
Skills Perception +4 


Damage Resistances Bludgeoning, Piercing, and 
Slashing from Nonmagical Attacks that aren’t 
Adamantine 

Damage Immunities Force, Necrotic, Poison 
Condition Immunities Blinded, Charmed, 
Deafened, Frightened, Paralyzed, Petrified, 
Poisoned, Stunned 

Senses Blindsight 60 ft. (blind beyond this radius); 
Passive Perception 14 

Languages understands the languages of its creator 
but can’t speak 

Challenge 4 (1,100 XP) 


EE 


Magic Resistance. The helmed horror has 
advantage on saving throws against spells and 
other magical effects. 


Spell Immunity. The helmed horror is immune to 
three spells chosen by its creator. Typical 
immunities include fireball, heat metal, and 
lightning bolt. 


Actions 


Multiattack. The helmed horror makes two 
longsword attacks. 


Longsword. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 8 (1d8 + 4) slashing damage, 
or 9 (1d10 + 4) slashing damage if used with two 
hands. 


Invisible Stalker 


Medium elemental, neutral 


Armor Class 14 
Hit Points 104 (16d8+32) 
Speed 50 ft., fly 50 ft. (hover) 


STR DEX CON INT wis CHA 
16 (+3) | 19(+4) | 14(+2) | 10(+0) | 15(+2) | 11(+0) 


Skills Perception +8, Stealth +10 

Damage Resistances Bludgeoning, Piercing, and 
Slashing from Nonmagical Attacks 

Damage Immunities Poison 

Condition Immunities Exhaustion, Grappled, 
Paralyzed, Petrified, Poisoned, Prone, Restrained, 
Unconscious 

Senses Darkvision 60 ft., Passive Perception 18 
Languages Auran, Common 

Challenge 6 (2,300 XP) 


a 
Actions 


Multiattack. The stalker makes two slam attacks 


Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) bludgeoning damage. 
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Mimic Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 7 (1d8 + 3) piercing damage plus 


Medium monstrosity (shapechanger), neutral 4 (1d8) acid damage. 


Armor Class 12 (natural) 
Hit Points 58 (9d8+18) 


Speed 15 ft. 
ea 
STR DEX CON INT WIS CHA 


17 (+3) | 12(+1) | 15 (+2)  5(-3) 13 (+1) | 8(-1) 


LER 


Skills Stealth +5 

Damage Immunities Acid 

Condition Immunities Prone 

Senses Darkvision 60 ft., Passive Perception 11 
Languages -- 

Challenge 2 (450 XP) 


Shapechanger. The mimic can use its action to 
polymorph into an object or back into its true, 
amorphous form. Its statistics are the same in 
each form. Any equipment it is wearing or 
carrying isn't transformed. It reverts to its true 
form if it dies. 


Adhesive (Object Form Only). The mimic adheres 
to anything that touches it. A Huge or smaller 
creature adhered to the mimic is also grappled by 
it (escape DC 13). Ability checks made to escape 
this grapple have disadvantage. 


False Appearance (Object Form Only). While the 
mimic remains motionless, it is indistinguishable 
from an ordinary object. 


Grappler. The mimic has advantage on attack 
rolls against any creature grappled by it. 


| e 
Actions 


Pseudopod. Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 7 (1d8 + 3) 
bludgeoning damage. If the mimic is in object 
form, the target is subjected to its Adhesive trait. 
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Mordenkainen (The Mad Mage) 


Medium humanoid (human), chaotic neutral 


Armor Class 12 (15 with mage armor) 
Hit Points 99 (18d8+18) 


Speed 30 ft. 

(Gn 

STR DEX CON INT wis CHA 

10 (+0)  14(+2) | 12(+1) | 20(+5) | 15(+2) 16 
(+3) 


Saving Throws Int +9, Wis +6 

Skills Arcana +13, History +13 

Damage Resistances damage from spells; 
nonmagical bludgeoning, piercing, and slashing 
(from stoneskin) 

Senses Passive Perception 12 

Languages Any six; Suggested: Common, Auran, 
Infernal, Draconic, Sylvan, Undercommon 
Challenge 12 (8,400 XP) 


LL EE 


Magic Resistance. Mordenkainen has advantage on 
saving throws against spells and other magical effects. 


Spellcasting. 


Mordenkainen is an 18th-level spellcaster. His 
spellcasting ability is Intelligence (spell save DC 17, +9 
to hit with spell attacks). Mordenkainen can cast 
disguise self and invisibility at will and has the following 
wizard spells prepared: 


Cantrips (at will): fire bolt, light, mage hand, 
prestidigitation, shocking grasp 

1st level (4 slots): detect magic, mage armor, magic 
missile, shield 

2nd level (3 slots): mirror image, misty step, web 
3rd level (3 slots): counterspell, fly, lightning bolt 
4th level (3 slots): Mordenkainen’s faithful hound, 
polymorph, stoneskin 

5th level (3 slots): Bigby’s hand, cone of cold, scrying 
6th level (1 slot): true seeing 

7th level (1 slot): Mordenkainen’s magnificent mansion 
8th level (1 slot): mind blank 

9th level (1 slot): time stop 


Actions 


Dagger (Melee). Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 4 (1d4 + 2) piercing 
damage. 


Dagger (Ranged). Ranged Weapon Attack: +6 to 
hit, Range 20/60 ft., one target. Hit: 4 (1d4 + 2) 
piercing damage. 


Fire Bolt. Ranged Magic Attack: +9 to hit, Range 
120 ft., one target. Hit: 22 (4d10) fire damage. 

A flammable object hit by this spell ignites if it isn’t 
being worn or carried. 


Shocking Grasp. Melee Magic Attack: +9 to hit, 
reach 5 ft., one target. Hit: 18 (4d8) lightning 
damage. 

Mordenkainen has advantage on the attack roll if 
the target is wearing armor made of metal. Ona 
hit, the target can’t take reactions until the start of 
its next turn. 
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Spectator 


Medium aberration, lawful neutral 


Armor Class 14 (natural) 
Hit Points 39 (6d8+12) 
Speed 0 ft., fly 30 ft. (hover 


STR | DEX CON INT wis CHA 
8(-1) 14 (#2) | 14(+2) | 13(+1) | 14(+2) | 11(+0) 


Are 
Skills Perception +6 


Condition Immunities Prone 

Senses Darkvision 120 ft., Passive Perception 16 
Languages Deep Speech, Telepathy 120 ft, 
Undercommon 

Challenge 3 (700 XP) 


Actions 


Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., 
one target. Hit: 2 (1d6 - 1) piercing damage. 


Eye Rays. The spectator shoots up to two of the 
following magical eye rays at one or two creatures 
it can see within 90 feet of it. It can use each ray 
only once on a turn. 


Confusion Ray. The target must succeed on a DC 
13 Wisdom saving throw, or it can’t take reactions 
until the end of its next turn. On its turn, the 
target can’t move, and it uses its action to make a 
melee or ranged attack against a randomly 
determined creature within range. If the target 
can’t attack, it does nothing on its turn. 


Paralyzing Ray. The target must succeed on a DC 
13 Constitution saving throw or be paralyzed for 1 
minute. The target can repeat the saving throw at 
the end of each of its turns, ending the effect on 
itself on a success. 


Fear Ray. The target must succeed on a DC 13 
Wisdom saving throw or be frightened for 1 
minute. The target can repeat the saving throw at 
the end of each of its turns, with disadvantage if 


the spectator is visible to the target, ending the 
effect on itself on a success. 


Wounding Ray. The target must make a DC 13 
Constitution saving throw, taking 16 (3d10) 
necrotic damage on a failed save, or half as much 
damage on a successful one. 


Create Food and Water. The spectator magically 
creates enough food and water to sustain itself 
for 24 hours. 


Reactions 


Spell Reflection. If the spectator makes a 
successful saving throw against a spell, or a spell 
attack misses it, the spectator can choose another 
creature (including the spellcaster) it can see 
within 30 feet of it. The spell targets the chosen 
creature instead of the spectator. If the spell 
forced a saving throw, the chosen creature makes 
its own save. If the spell was an attack, the attack 
roll is rerolled against the chosen creature. 
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Vampire Tressym 


Tiny undead, lawful neutral 


Armor Class 14 Natural 
Hit Points 8 (3d4) 
Speed 40 ft., fly 30 ft., climb 30 ft. 


STR | DEX CON INT wis CHA 
4(-3) | 16 (+3) | 11(+0) | 14(+2) | 12 (41) | 14(+2) 


a 
Saving Throws Dex +5 


Skills Perception +5, Stealth +4 

Damage Resistances Necrotic; Bludgeoning, 
Piercing, and Slashing from Nonmagical Attacks. 
Damage Immunities Poison 

Condition Immunities Poisoned 

Senses Passive Perception 15 

Languages Common understands but can’t speak 
Challenge 1 (200 XP) 


Dn 


Detect Invisibility. Within 60 feet of the vampire 
tressym, magical invisibility fails to conceal 
anything from the vampire tressym’s sight. 


Keen Smell. The vampire tressym has advantage 
on Wisdom (Perception) checks that rely on smell. 


Poison Sense. A vampire tressym can detect 
whether a substance is poisonous by taste, touch, 
or smell. 


Regeneration. The vampire tressym regains 2 hit 
points at the start of its turn if it has at least 1 hit 
point and isn't in sunlight or running water. If the 
vampire tressym takes radiant damage or damage 
from holy water, this trait doesn't function at the 
start of the vampire's next turn. 


Sunlight Sensitivity. While in sunlight, the 
vampire tressym has disadvantage on attack rolls, 
as well as on Wisdom (Perception) checks that 
rely on sight. 


Actions 


Claws. Melee Weapon Attack: +2 to hit, reach 5 
ft., one target. Hit: 2 (1d4) slashing damage. 


Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., 
one target. Hit: 2 (1d4) piercing damage and 2 
(1d4) necrotic damage. The target's hit point 
maximum is reduced by an amount equal to the 
necrotic damage taken, and the vampire tressym 
regains hit points equal to that amount. The 
reduction lasts until the target finishes a long rest. 
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